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This is not a panel
• We are no longer an industry (alone) 
we are a sector.  
– What does this mean? 
• This evolution has an affect 
– on audiences and who they are, 
what they expect and want, and 
how they understand the purpose 
and language of these  "digital 
game forms‘
– how we talk about our worlds and 
the kinds of issues that are raised
– on what we create and how we 
create it and on our communities 
and who we are. 
– This evolution has an affect on 
how these works are understood 
within the wider social context 
• How do we we present this 
understanding to the next generation 
of makers and players
• And what are our responsibilities 
towards the next generation of 
makers and players?
Who we are
• Giselle Rosman – IGDA 
Melbourne – adored 
organiser and community 
activator
• Matt Ditton – More years in 
the industry than we care 
to count, Defiant and QCA 
game design course 
convenor
• Lubi Thomas – Digital 
curator and demon 
catalyst
• truna – IGDA Brisbane 
auntie and lecturer and 
researcher in game design
Giselle 
Matt 
Lubi
truna
We have all been noticing some 
interesting things ..
Threads: GCAP 2010
• “In many ways the enthusiasm of a 
new breed of game makers coupled 
with harsh realities of the video-game 
business encapsulates the way this 
still fledgling industry is travelling in 
2010.”
• “The road ahead for the Australian 
interactive entertainment industry is 
an unclear one through 2011. 
Encapsulated in that moment where 
for all the upbeat talk, Krome Studios 
closure signals the realities of doing 
business, but as Short points out 
potential is everything, and everything 
is potentially a game waiting to be 
made. At any moment, one or more of 
those fresh faced uni-graduates could 
be riding the success wave of another 
BioShock, Flight Control, Fruit Ninja of 
Total War, it just takes a bit of luck, 
nous, passion and community. “
• Mike Bantick (2010)
Threads: GCAP 2010
• “A uniquely Australian game 
might emerge from a top-down, 
prescriptive approach to 
development, but it’s just as 
likely to grow out of prototyping, 
experimentation, and the 
expressive interests of a group of 
individuals following their own 
interests. By taking that latter 
route though, we have the added 
bonus of the interesting and 
engaging projects that’ll emerge 
along the way, that will find an 
audience, and which will add their 
own unique perspectives to what 
defines the Australian culture. “
(Paul Callaghan 2010)
Threads: Foreplay to Freeplay
• “But you are talking about 
turning an industry into a 
hobby!”
• Mark Fludder (2011)


Threads: Freeplay 2011
• “I was surprised to sense a 
kind of underlying tone where 
it seemed to be implied that 
the mainstream gaming press 
doesn’t care about indie 
games and that they only 
report on the next Modern 
Warfare or round of hats for 
Team Fortress 2”
• “Games criticism is not about 
how good or bad a game is 
but about the experience you 
had interacting with that 
game.”
• Brendan Keogh (2011)
Other stories?
• We invited you here today 
because we are sure you 
will have many 
observations and stories of 
your own …
• Today is about sharing our 
stories of change and 
strengthening our 
community in this newly 
polished and shiny GAME 
SECTOR
Becoming a sector means 
• change in economies ..
• change in audiences ..
• change in expectations ..
• change in forms ..
• change in opportunities ..
• Changes in education …
• …….. Changes in futures
• It is timely to boldly go ..
What we see from the ground
• The problem for those of 
us involved in the change 
is that we see bits and 
pieces of the picture
– Studio closures
– Friends leaving the 
country
– Small indie start ups
– New games courses
– New places to play
We know it’s alive
• Aus computer games 
industry hardware & boxed 
software sales = $1.7 
billion (2010 NPD Group 
AU) 
• 92% Aus homes have a 
game playing device
• Av age is 32, 47% of 
players are female
• Av adult gamer has been 
playing for 12 years
• 26% have been playing for 
20+ years
• - Jeff Brand – Digital 
Australia 2012
We know our players are changing
• Players “older and wiser”
(The Age 2011)
We agree on new audiences
• We didn’t try to redefine 
multiplayer, we just 
wanted to create a more 
intuitive experience. If 
your grandma asked, 
“what’s Journey?” I’d tell 
her “Journey is just like 
hiking. You go to hike a 
mountain, and there are 
other hikers you might 
meet and if you like them 
you can hike with them.”
And that’s it. – Jenova 
Chen (2011)

We know the industry is changing
We know some are looking O/S
• KMM Brisbane shut last week 
after finishing work on a movie-
licensed game.
• The studio's art director, Jason 
Stark, says there are three main 
reasons Australian game studios 
are shutting down: the high 
Australian dollar, tax breaks for 
game developers overseas and a 
decline in middle-ground games.
• He fears thousands of jobs are 
being lost and that the local 
industry will have a difficult time 
recovering as those with the 
experience to start a studio flock 
to jobs overseas.
• "The writing has been on the wall 
for a long time," Mr Stark said.
• Dan Miller (2011)
And others are getting serious
• Serious games have already 
proven that they have almost 
unlimited applications outside 
the military training and 
recruitment fields. They have 
already been used 
successfully as part of training 
programs for heavy industry, 
the medical field, and in the 
business sector. 
• Serious games have also been 
successfully used as part of 
health care for sick and 
injured patients, to spread 
awareness of socio-political 
and environmental issues and 
to educate young and old 
alike. 
• ABC Serious Games Initiative
We know a sector is not just an 
industry
• “Please note, this study 
has only taken into 
account 'commercial 
entertainment' games and 
*not* serious games, 
advergames, infotainment 
etc. “
• Souri (2011)
We know there are indeed new spaces
We know the game makers are 
changing
We love the new ways of looking at 
games
• That's when I noticed the lovely 
insect floating above my head. 
The butterfly lit upon a large 
rock, then took to the air. I 
looked up, plucked the creature 
out of the air, and checked my 
inventory. I'd already plucked its 
wings from its body—presumably 
to be mixed into a potion. Rather 
than waiting to find a use for this 
strange reagent, I ate the wings. 
A golden aura swirled around my 
body and I discovered that 
butterfly wings can restore 
health. It was then that I decided 
to push west and eat everything 
in Skyrim that I could get my 
hands on.
• Gus Mastrapa – Things I Ate in 
Skyrim
We adore the passion
• 48hr 2011 – 21 teams 
made 21 working games
• Global Game Jam 2011 –
6,500 individuals, 169 
sites, 44 countries
We agree we need to foster creativity 
and destroy the old silos
• ''This false divide between 
the arts and science, 
between the arts and 
industry, between the arts 
and the economy: we've 
actually got to put that to 
bed … Our ambition should 
be to create and to foster a 
creative, imaginative 
Australia, because so much 
of the economy of the 21st 
century is going to require 
that central faculty.'' 
(Kevin Rudd 2010)
We agree there is a future
• And that it is fabulous
• “The whole pursuit is on an 
upward trend, and Australian 
projections see an enormous 
range… Australia has a strong 
reputation,”
• “We’ll be in a position of 
growth over the next three to 
four years.” (Morgan Jaffit)
• “Companies should have been 
aware of it and adapted 
accordingly, we need to start 
looking at what’s up next.”
(John Passfield)
• Brhiannon Stokes & Ashley 
Ang (2011)
We agree on the changing shape of 
education ..
• “Too much education, too 
few opportunities, if by 
opportunities we mean 
jobs. There's a woeful 
shortage of employment 
options at the moment. To 
my mind, that means the 
courses should be focused 
on how to make a living as 
an independent developer, 
rather than on how to get 
a job in the industry.”
• Morgan Jaffit (2010)
And how important education is ..
• 84% of participants indicated 
that games courses in 
Australia were “highly 
ineffective‟; and when asked 
about the factors that were 
“important/very important‟ to 
employers‟ recruitment 
decisions, 91% indicated 
having the right job skills and 
knowledge, 78% indicated 
having creative talent; and 
45% indicated having the 
right qualifications. 
• Sandra Haukka (2011) 
Working in Australia’s Digital 
Games Industry
Westwood College – Tighten up 
the graphics on level three
Oh .. Industry 
• The games industry in 
particular is a fast-growth 
industry in which Australian 
opportunities are shaped by 
large international 
enterprises. This growth is 
dependent on sustaining a 
pool of highly skilled workers. 
Technical creative and 
business skills have been in 
high demand over the last 
decade. However, a serious 
shortage of skilled employees 
is a major factor contributing 
to the almost $2 billion trade 
deficit in Australia’s digital 
content industry. (Greg 
Hearn)
Industry
• The review of key reports relevant to 
Australia’s games industry identified 
the following ongoing skills issues: 
Skills shortages and gaps;
– insufficient/ineffective linkages 
between industry and providers; 
– rapid pace of change means 
workers need access to ongoing 
education and training; 
– mismatch of graduate skills and 
industry needs; a lack of local 
experience and skills resulting in 
expensive and time-consuming 
overseas recruitment; 
– critical importance of certain non-
technical skills; 
– teachers with insufficient industry 
experience; 
– and shortages of structured on-
the-job training opportunities. 
• Working in Australia’s Digital Games 
Industry (2011
Industry?
• There is a generally a gap 
between the qualifications 
aspiring creatives receive, 
and the industry-ready 
skills that employers 
require.
• Receive?
• Industry ready??
• Skilled pools??
• Workers??
The problematic disjunction
• It seems that while we are 
excited and passionate 
about opportunities and 
the evolution from industry 
to cultural sector we have 
not yet worked out what 
this new culture means …
Not everyone’s cup of tea?
• The presumption of 
pretentiousness:
• “that videogame criticism 
goes hand-in-hand with 
humour, non-seriousness, 
and phallic jokes. Someone 
else said videogame 
criticism often tries too 
hard to be ‘intellectual’ and 
is only written for a small 
‘niche’ of readers.
You are fucking kidding 
me. “
• Brendan Keogh (2011)
Some settlements seem fragile
• There is a tension between 
the small start up indies 
and the dream
• “The uni student 
advantage” – Duncan 
Curtis
The creative class is a lie
• But for those who deal with 
ideas, culture and creativity 
at street level — the working-
or middle-classes within the 
creative class — things are 
less cheery. Book editors, 
journalists, video store clerks, 
musicians, novelists without 
tenure — they’re among the 
many groups struggling 
through the dreary 
combination of economic 
slump and Internet reset. The 
creative class is melting, and 
the story is largely untold. 
• Scott Timberg (2011)
Saturation? when do we hit the saturation point of 
creating more viable talent then needed?
• Passion
• I'm talking about the passion that can 
sustain through even the darkest times of 
development.
The passion that makes them valuable 
when the superstars jump ship for 
something better or are too busy working 
on a tent pole moment to care about the 
more mundane. The passion that makes 
them a true diplomat in the industry for 
the next wave of creatives.
That is my biggest fear. 
• A generation of disillusioned creatives 
that did everything right, to the best of 
their ability, and still couldn't scale the 
wall. What happens when their kids then 
want to make their own run at it? Who in 
their right mind would encourage 
someone on what they already proved to 
be a fool's errand?
• Mike Jungbluth (2011)
The king is dead ??
• We need to scaffold the 
next generation of game 
designers from a 
perspective of the GAME 
SECTOR
• Foster the passion
• Provide opportunity 
• BUT most importantly:
• CHANGE the model – not 
just dress it in new clothes
Diversity …
• Diversity is not about how 
many 
<gender><ethnicity><reli
gion><disability><sexualit
y> there are in a game 
related area
• It is about how EQUALLY 
distributed the power and 
voice of said groups is
• This recognition has to 
start at the bottom ..
Destroying the established notions .. 
Of game space has to go further
• The cube – 2 floors and 4 floor to ceiling touch screens –
designed to promote educational programs and as an 
exhibition space
New worlds – new languages
• The game design pitch: 
– Emphasises how good 
the game is going to 
be, how unique, 
sometimes mentions a 
target audience
• The playful concept:
– Emphasises the 
experience and the 
feelings engendered by 
the ‘work’
Recognise the power
• The videogame is the most 
rapidly evolving, exciting, 
subversive and feared 
cultural medium in the 
world today. It's akin to 
graffiti on the cultural 
landscape.
• Escape from Woomera
A sector is more than “new revenue 
streams”
• A sector refers to a large 
segment of an economy .. 
getting there is a journey we 
are just starting
• The journey the Australian games 
community is making from 
industry to sector
• The creative process as a journey 
that needs a community and 
more importantly that arises out 
of a community and what that 
might mean to us. 
• The journey of moving the 
industries sights from the 
domestic entertainment market 
to that of community engaged in 
cultural artefact, conceptual 
exchange and social discourse
A sector is an ecosystem
• Mike Acton spoke about 
nothing stopping you 
from being a game 
developer.
• Paul Callaghan insisted we 
understand that the big 
challenge is philosophy 
and why we do what we 
do.
• We all share this lovely 
space in very different 
ways and we need to 
understand and support 
each other.
The bridge to nowhere
• If we don’t reframe our 
understanding of the 
Australian games industry 
as a game sector – a 
cultural sector - we are 
building our students a 
bridge to nowhere …
Stay in touch
• IGDA Melbourne 
http://igdamelbourne.org/
@igdamelbourne 
• IGDA Brisbane 
http://igdabrisbane.org/
@igdabrisbane
• Matt Ditton
@polymonkey
• Lubi Thomas
@lubistuff
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